
EDUCATIONAL SOFTWARE™ 


For information on other Compu-Teach educational software programs, ask your dealer or call toll-free: 1-800-44-TEACH (CONNECTICUT: 203-777-7738). 









TABLE OF CONTENTS 


Introduction.1 

Once Upon a Time... and Learning Stages .1 

Ages 6-7.2 

Ages 8-9.2 

Ages 10-11 .2 

Ages 11-12 .2 

What You Need to Use Once Upon a Time .2 

Before You Begin.3 

Getting Started.3 

Making a Backup with Floppy Drives.3 

Installing on Your Hard Drive .4 

Loading Once Upon a Time. .4 

From a Disk Drive.4 

From a Hard Drive.4 

Let’s Begin.5 

Drawing a Picture .5 

Moving an Object.5 

Flipping an Object.5 

Erasing an Object.6 

New Background.6 

Clear Screen .6 

Write/Edit.6 

Show Page.6 

Next Page.6 

Text Page.7 

Previous Page.7 

Save Book.7 

Load Book.7 

Edit Book.8 

View Book .8 

Print.9 

Quit.9 

Credits.9 


MS-DOS 




































INTRODUCTION 


Anyone who has been the lucky recipient of a picture made by a child knows that there's usually a very 
long story that goes with it. As told by the child, the story always makes the picture an even more precious 
gift. We proudly place the picture on the refrigerator or the bulletin board for everyone to see, including 
the child, but what happens to the story? 

The Once Upon a Time ... Story Writing Series, for ages 6-12, lets children design and publish their 
very own illustrated books. From "Passport to Discovery" to "Journey Through Time", each Once Upon 
a Time ... volume brings new and exciting adventures to a young writer's fingertips. With imagination as 
their guide, learning the important concepts of story creation and illustration becomes fun and easy. 
Vocabulary, reading, composition, and spelling skills are enhanced while writing stories. The resulting 
books give a great sense of accomplishment to the child, and a visible way for parents and teachers to 
chart learning progress. 

Learning becomes an exciting, absorbing adventure with Once Upon a Time ... Children can create 
pictures and books quickly and easily. In addition to teaching the control and pairing of our major 
knowledge symbols - images and words - Once Upon a Time ... helps children master important 
knowledge processes - editing, refining, adapting to changes, creating continuity - so necessary for what 
Jean Piaget, the foremost authority on child psychology, called "the intellectual evolution of the child." 

And the best part about it is the attractive picture or storybook at the end, ready to display, mail to a loved 
one, or just save to read another day. 


ONCE UPON A TIME ... and LEARNING STAGES 

Dr. Piaget characterizes learning development as a movement from the earliest stages when "the world 
appears to the child as a series of (unrelated) pictures" to a time when the child can "create a universe", or a 
continuous world of "permanent objects". According to Dr. Piaget, children achieve this goal by learning 
the "logic of relations". This is what teaches them objective reasoning, important to success in any 
endeavor. 

Once Upon a Time ... offers children the opportunity to explore the relationships between objects 
related to a specific theme. In Volume I, children discover characters associated with "Farm Life", "Down 
Main Street", and "On Safari". With Volume II, they enter three different worlds, with characters from 
"Underwater Explorer", "Forest Friends", and "Dinosaur Age". In Volume III, children can travel through 
time to write about "Medieval Times", "Outer Space", and "Wild West". After choosing a theme, children 
soon learn to develop their own unrelated picture into the continuous universe of a coherent story. 

Compu-Teach is dedicated to the idea that learning is an active process that can and should be exciting. 
Once Upon a Time..., like every other Compu-Teach program, stimulates while it educates. At all 
stages of the child's verbal and social development, Once Upon a Time... offers the child a flexible tool 
to express thoughts and develop thinking through storytelling. 
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BEFORE YOU BEGIN 


Ages 6-7 

Six to seven year olds are reading for the first time. Their vocabulary is limited and there is a wide gap 
between the words they speak and the ones they can write. Once Upon a Time... allows the child to 
develop a story with pictures using a wide range of spoken vocabulary, which then becomes written 
vocabulary as the child assigns the appropriate phrases and words to tell his or her story. At this age, the 
child develops the story one picture at a time, and may change the outcome as it develop 

Ages 8-9 

Eight to nine year olds have a voracious appetite for reading, especially if it is encouraged. They often do 
not understand their limitations until they try to write. They have a wide range of oral and sight vocabulary, 
but still have not developed the ability to use words they know and recognize. They may try to conceive a 
complete story in the beginning, but are apt to change the direction as the story develops. 

Once Upon a Time... allows the 8-9 year old to stay with a theme. The ease of editing each picture to 
create the next scene encourages the development of a cohesive plot. At this age, the relationship 
between the characters and the change in scenery from page to page in the storybook becomes 
significant. 

Ages 10-11 

Ten to eleven year olds can truly create an exciting, illustrated storybook with Once Upon a Time... At 
this age, the complexities of perspective and composition come into play, allowing the child to create finely 
detailed illustrations. Since the physical skills and time required for actual drawing are not involved, the 
child can create an illustration in a few minutes so that the captions can be added quickly and the next 
picture page created. This flow of thought encourages story development and makes the process 
exciting and fun. 

Ages 11-12 

At ages eleven to twelve, the excitement and enjoyment discovered by 10-11 year olds continues. The 
older child can now use Once Upon a Time... as a tool for editing and refining both illustrations and 
complete storybooks. Using Once Upon a Time..., the older child can develop planning skills by using 
the editing features to modify original concepts. At this age, the child is able to enjoy solving complex 
puzzles created by perspective and three-dimensional challenges. 

WHAT YOU NEED TO USE ONCE UPON A TIME... 

Your copy of Once Upon a Time... runs on the IBM PC and compatibles. Here’s what you need: 

1. Your computer must have at least one floppy disk drive. 

2. Your computer must have at least 384K bytes of random access memory (RAM). 

3. DOS (Disk Operating System) 3.1 or higher. 

4. Formatted disks-to make a backup copy of the program. 

5. If you want to be able to print pictures and books, you must also have a printer properly attached to 
your computer. 


The first thing you should do is make sure that your Once Upon a Time... package is complete. Here s 
what it should contain: 

Program disks. 

This manual. 

A "birthday club" card. 

A packet of colored pencils. 

If anything is missing or damaged, return the entire package to the place where it was purchased. 

Please fill out the "birthday club" card now and drop it in the mail at your earliest convenience. If we have 
your "birthday club" card, you will receive information about any future enhancements to this product, and 
any new educational products from Compu-Teach. 

If you are a parent, a teacher, or an older brother or sister who has never used a computer before, don't 
worry. Once Upon a Time... is very easy to learn and use. 

The program is menu-driven. This means that you operate it by choosing from menus. In addition to 
learning about making pictures, stories, and books, children also pick up basic computer skills. Parents 
can also increase their computer knowledge by showing a child how to use Once Upon a Time... 

Depending on whether your computer has a hard disk or floppy disk drives, read the section below that 
applies to you. 

GETTING STARTED 

Making A Backup with Floppy Drives 

If you have floppy drives, you should begin by making a backup copy of Once Upon a Time... You’ll 
need formatted disks for the backup. Use a felt-tip pen to label each blank, formatted disk to match the 
original disks. Just follow these simple steps: 

1. With your DOS disk in drive A: and the door closed, turn on the computer. 

2. Type in the date, using the MM/DD/YY format, and press ENTER. 

3. Type in the time, using HH:MM format (military style, i.e., 4:30 PM isl 6:30) and press ENTER. 

4. An A:> will appear on the screen. 

5. At the A:> type DISKCOPY A: B: and press ENTER. 

6. The computer will ask you to insert the source and target disks. 

7. Place the original Once Upon a Time... Disk 1 (source disk) in the A: drive, and close the door. 

8. Place a blank, formatted disk (target disk) in the B: drive, and close the door. 

9. Press ENTER. 

10. When the copy is complete, remove both disks. 

11. Repeat steps 5-7 for the remaining disk(s). 

12. Put the originals away in a safe place. 

Once Upon a Time... may be copied for your own use. We offer this backup option with 
the understanding that copies of this program will not be given or sold to others. 
Copying this software for use on more than one machine or for use by others is illegal. 
Please help us protect our rights. 
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Installing on Your Hard Drive 

If you have a hard drive, we recommend that you use it to store the program, your pictures and your books. 

Just follow these simple steps: 

1. Turn on your computer. 

2. Enter the date, using the MM/DD/YY format and press ENTER. 

3. Enter the time, using the HH:MM format (military style, i.e., 4:30 PM is 16:30 ) and press ENTER. 

4. Insert the Once Upon a Time... disk into the A: drive. 

5. Type A: to switch drives. 

6. At the DOS prompt, type in INSTALL C (Where C is the letter of the hard drive you want to install 
Once Upon a Time... on.) 

7. Press ENTER. 

8. When the copy is complete, remove the disks and put them away in a safe place. 

Once Upon a Time... may be copied for your own use. We offer this backup option with 

the understanding that copies of this program will not be given or sold to others. 

Copying this software for use on more than one machine or for use by others is illegal. 

Please help us protect our rights. 

LOADING ONCE UPON A TIME... 

From a Disk Drive 

To load Once Upon a Time... at the beginning of each session, follow these steps: 

1. Make sure you are at the A:> prompt. 

2. Place the Once Upon a Time... Master disk in the A: drive and close the door. 

3. At the A:>, type ONCE and press ENTER.4. Depending on your computer, it can take from 10 to 30 

seconds for the program to load. First you will hear the musical introduction followed by the Once 
Upon a Time... logo. 

5. The program will determine which graphics card your machine has and select the best choice. You 
can change the selection by using the arrow keys and pressing ENTER. If select a graphics card 
that is not i nstalled on your system, Once Upon a Time... will not run properly. 

6. The Once Upon a Time... Main Menu will be displayed on the screen showing the three different 
picture sets. 

From a Hard Drive 

To load Once Upon a Time... at the beginning of each session, follow these steps: 

1. Make sure the DOS prompt is on your screen. 

2. At the prompt type in the directory in which Once Upon a Time... is installed, and press ENTER. 

3. At the prompt, type ONCE, and press ENTER. 

4 Depending on your computer, it can take from 10 to 30 seconds for the program to load. First you 
will hear the musical introduction followed by the Once Upon a Time... logo. 

5. The program determines which graphics card your machine has and tells you the best choice. You 
can change the selection by using the arrow keys and pressing ENTER. Do not select a video 
graphics card that is not installed on your system, Once Upon a Time... will not run properly. 

6. You will see the Once Upon a Time... Main Menu, offering you a choice of three different 
picture sets. 


LET'S BEGIN 


On the bottom of your screen you will see a list of options. The options are: 

Draw - add an object to the screen. 

Move - move an object from one place to another. 

Flip - change the direction in which the object is facing. 

Erase - remove an object from the screen. 

New background - change the background on the screen. 

Clear screen - remove all the objects in your current picture. 

Write/Edit - put words beneath your picture. 

Show Page - display the page and caption you are currently on. 

Next Page - move on to the next page of your book. 

Previous Page • move to the previous page of your book. 

Save Book - store your finished work on disk. 

Load Book • load a book you saved on disk. 

Edit Book - make changes to your book. 

View Book - look at the pages of your book. 

Print - print your picture or book on your printer. 

Quit - takes you out of Once Upon a Time... 


Drawing a Picture 

Use the arrow keys to highlight Draw and press ENTER. Once Upon a Time... will ask: "Which 
object do you want to draw?". To see the list of available objects press the FI key. You may hear a 
word pronounced by highlighting it in the list and pressing F2. Type out the name of the object you wish to 
draw and press ENTER. The program will pronounce the word and draw the object on the screen. At the 
bottom of the screen the program will ask: "Where do you want to put the object?". Use the arrow 
keys to move the object to a new location. 

Each object has three sizes. To change the size use the - key to shrink it or the + key to enlarge it. When 
you’re finished positioning the object, press ENTER. 

Moving an Object 

Use the arrow keys to highlight Move and press ENTER. Type the name of the object and press 
RETURN. If you are not sure of the spelling, use the FI key to display the object list. Use the arrow 
keys to move the object to its new location. 

Flipping an Object 

The program allows you to change the direction an object is facing. Use the arrow keys to highlight Flip 
and press ENTER. Type out the name of the object and press ENTER. 
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If you have more than one of the same object on the screen, the program will say: "Press arrow keys 
for the next X (Where X is the name or your object.) Press Enter for this X". Use the arrow keys to 
move the arrow to select the object you want flipped, then press ENTER. 

Erasing an Object 

Use the arrow keys to highlight Erase and press ENTER. The program will ask: "Which object do 
you want to erase". Type the object name and press ENTER. 

New Background 

Once Upon a Time ... has four different backgrounds for you to choose from. Use the arrow keys to 
highlight New Background and press ENTER. Try doing this a few times to see which background 
you like the best for your picture. 

Clear Screen 

This will permanently remove your picture and caption. You will NOT be able to get it back. If 
you want to remove this page, use the arrow keys to highlight Clear screen and press ENTER. 

Write/Edit 

Use the arrow keys to highlight Write/Edit and press ENTER. Type in something you would like to say 
about your picture in the space provided. If you get to the end of a line, don't worry. Once Upon a 
Time ... will "wrap" your words. That is, if a word is too long to fit on a line, it will automatically move to the 
next line. Press the F9 key to display the word processing functions available. Press any key to return to 
the story. 

Type in a few lines about your picture. When you are done writing, press ESC. If you use the Show 
page function it will show you your picture along with its caption. 

Show Page 

Show Page displays the picture with its caption underneath, the number of the page you're on, and the 
title of your book. Use the arrow keys to highlight Show page and press ENTER. When you're finished 
viewing the page, press any key to return to the menu. 

Next Page 

The Next Page option allows you to create a picture page or a story page. Use the arrow keys to 
highlight Next page and press ENTER. If this is the second page of your book, the program will ask: 
"What Is the name of the new book?". 

The program also displays the current directory at the bottom of the screen. If you want to save your story 
to a different directory or floppy disk press the F2 key. The current directory will be displayed in a window 
on the screen. Use the backspace key to erase what is there, then type in the name of the new directory 
you wish to save your story in and press ESC. 


Give your picture any name, as long as it is eight characters or less. 

The program will ask: "Is the next page a picture page or a story page?". If you choose a picture 
page, the menu screen will appear. 

Text Page 

If you want to create an all-text page, use the arrow keys to highlight Next Page and press ENTER. The 
program will ask: "Is the next page a picture page or a text page?". Use the arrow keys to 
highlight Text and press ENTER. A blank screen will appear for you to type in your story. If you need 
help press the F9 key and the editing functions will be displayed. Type in the story for your picture. When 
you are finished typing press the ESC key. 

The program will then ask: "Is the next page a picture page or a text page?". You can continue 
writing by selecting Story or select Picture if you wish to create a new picture. 

Previous Page 

Previous page is used to go back through the pages of your book. Use the arrow keys to highlight 

Previous page and press ENTER. 

Save Book 

Use the arrow keys to highlight Save book and press ENTER. Each page of your story will be saved as 
a book. 

If this is the first time you're saving your book, the program will ask: "What is the name of the new 
book?". The program will also display the current directory. If you want to save your story in a different 
directory or onto a floppy disk press the F2 key. The current directory will be displayed in a window on the 
screen. Use the backspace key to erase what is there, then type in the directory you wish to save your 
story in and press ESC. You may name your picture anything, as long the name is eight characters or 
less. 

Load Book 

Load book is used to retrieve a book already saved on disk. Use the arrow keys to highlight Load 
Book and press ENTER. At the bottom of the screen the prompt will be: "Choose a book from the 
list and press enter. FI - New Book F2 - Change Directory." The current directory will be 
displayed at the bottom of the screen. The window in the center of the screen will show the stories saved 
in that directory. 

To retrieve a story saved on disk, use the arrow keys to find your story in the window and press ENTER. 
The story will be loaded and displayed on the screen. 

If you would like to save the book you are currently working on, before you load a new one press the FI 
key. The program will ask: "What is the name of the new book?". Type in the name and press 

ENTER. 
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Print 


To change the directory or drive your saved story is in, press the F2 key. A window will open in the middle 
of the screen, showing the current directory. Use the backspace key to erase what is in the window. Type 
in the directory where your story is saved and press ESC. The window displaying the stories saved in that 
directory will be displayed in the middle of the screen. Use the arrow keys to select the story you want 
loaded and press ENTER. 

Edit Book 

Use the arrow keys to highlight Edit book, and press ENTER. Edit book is used to change the title 
of your book, change the author, delete a page, insert a page, swap two pages, and delete the entire 
book. 

Press the FI key to change the title. At the bottom of the screen the message will say: "Type the title 
in this box:". Type in a title, and press ESC when you are finished. 

The F2 key is used to change the author. Press the F2 key. The message at the bottom of the screen 
will say "Type the author in this box:". Type in your name. Press ESC when you are finished. 

If you wish to delete a page in your book, press the F3 key. The message at the bottom of the screen will 
ask: "Which page do you want to delete?". Type in the number of the page you want to delete, 
and press ENTER. 

The F4 key is used to insert a page. For example, if you have a four page book and wish to insert a page 
between pages 2 and 3 you should use the Insert a Page function. When you press the F4 key a prompt 
at the bottom to the screen will ask: "Insert a page before which page?". Type in the number of the 
page which will follow your new page and press ENTER. The program will ask: "Is the new page a 
picture page or a story page?". Select either picture page or story page and press ENTER. 

The F5 key is used to swap two pages. If you would like two pages switched , press the F5 key. The 
program will ask: "Which pages do you want to swap? First page: ". Type in the first page 
number and press ENTER. The program will then ask you for the second page number. Type in the 
second page number and press ENTER. The pages will be swapped. 

The F6 is used to delete the entire book. If you no longer want the book press the F6 key. The prompt at 
the bottom of the screen will ask: "Are you sure you want to delete X?" (Where X is the name you 
saved your book as.) Yes No. Use the arrow keys to highlight your choice and press ENTER. 

Press ESC to return to the menu screen. 


Use the arrow keys to highlight Print and press ENTER. The program will display a new menu. Your 
printer name will be displayed on the screen. The options are: Print Page, Print Book, New Printer 
and Quit. The menu also displays the current printer selected. If this is the first time printing, use the 
arrow keys to highlight, New Printer, and press ENTER. A list of printers will be displayed. Use the 
arrow keys to highlight your printer, then press ENTER. 

The program will return you to the print menu. Use the arrow keys to highlight Print Book and press 
ENTER. In a few minutes you will see your book printed on the printer. 

If you wish to only print out only one page, select Print Page and press ENTER. 

Use the arrow keys to highlight QUIT and press ENTER to return to the menu screen. 

If you have any problems printing, call our technical support group for assistance. 

Quit 

Quit will take you out of the program and return you to DOS. Use the arrow keys to highlight Quit and 
press ENTER. The program will ask: "Are you sure you want to quit?". Use the arrow keys to 
highlight Yes and press ENTER. 

The program will ask: "Do you want to save this page before you quit?". Use the arrow keys to 
highlight No and press ENTER. If you want your picture saved highlight Yes and press ENTER. Your 
book will be saved and you will be returned to the Main Menu. 

Credits 

Produced by David J. Urban, M.Ed., Lynn Rushing, and Jonathan Star. 

Designed by Jonathan Star, Roger Schank, Ph.D..Christopher Reisbeck, Ph.D., Elliot Soloway, Ph.D., 
Robert Lang, and Diana Gruber. 


Programmed by Diana Gruber 

Graphics by Wendy Samberg, Sharon Ky Schmiedel, and Monica Loomis 
Documentation by Renee Granato 


View Book 

View Book will slowly turn the pages in your book giving children enough time to see the picture and 
read the caption. When View book is completed, it will leave the last page of the book on your screen. 
Use the arrow keys to highlight View book and press ENTER. 
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Compu-Teach designs software for the entire family. 

For the store nearest you, call 1-800-448-3224 or 203-777-7738. 
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ATTENTION EDUCATORS! 

Teachers Editions, Lab Packs and Network Versions are 
available for every Compu-Teach title. 

Call 1-800-44-TEACH 

for special educator pricing and free 30 day previews. 
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